So you left the Vault! 


A self help pamphlet for those of you who are clearly insane 
and have decided to leave the safety and comfort of your 
Vault. Brought to you by Vault Tec™, because we care! 


So you have had a problem. Some synapse has misfired or you can no 
longer look at the pleasant decor provided by Vault Tec™ for your comfort, but 
the point is you have snapped and in your unstable condition you have decided 
that the untrustworthy voice in your head that says “We should go outside! 
Yeah!” might be right. Well have no fear! We here at Vault Tec™ have provided 
you with everything you will need to ensure your best chance of survival all here 
in this trusty pamphlet. While we are certain it will be all you need, unfortunately 
it is too late to go back inside, and your chances of survival in the wastes are so 
low that it is unlikely you will return to let us know. So going forward on trust 
alone, feel at ease that you have every tool available for your self inflicted pain, 
and remember: Have a wonderful adventure! 


Section 1 
You're S.P.E.C.1I.A.L. because you're human! 


First it is important to assess your raw potential as an adventurer. 
S.P.E.C.1.A.L. stands for: 


Strength - How much you can carry, lift, and how hard you can hit 
Perception - How well you can see or locate objects, people, or events 
Endurance - How healthy you are and how long you can adventure for 
Charisma - How much people like you (or dislike you) 

Intelligence - How smart you are, how fast your skills improve 

Agility - How quick, limber, and sneaky you are 

Luck - Your ability to succeed very well, or fail even better! 


Every two legs, two eyes, two arms, one head, just like you and me human 
Adventurer starts with 5 in every category, with an additional 5 points (totaling 
40) to disperse among the various statistics. You may reduce some statistics in 
order to put those points elsewhere however human min/max is always 1/10. If 
any statistic reaches 0, you might be dead. In some cases you can artificially 
increase these statistics later. Statistics are used for certain checks, and to 
determine your starting skills. Other species vary widely. Ghouls for instance 
have widely different statistic thresholds. 


Section 2 
Making S.P.E.C.I.A.L. Friends! 


When the bombs hit, some people were irrevocably changed (and not just the 
ones who were atomized at ground zero, either). Ghouls are humans who were 
alive when the bombs went off, and the radiation altered them at a cellular level. 
They are generally anywhere from 80 to 260 pounds and 1.5 to 2.5 meters tall. 
Ghouls enjoy an extremely slow cellular mitosis rate, rendering them essentially 
immune to the effects of old age. Ghouls age very slowly, and their lifespan is a 
whopping 300 years past when they were exposed to the radiation. Their 
unnaturally long lifespan does not mean that they can't be killed by other means, 
however, and ghouls are just as vulnerable to disease, falls, and bullets as 
everyone else. 


Other ways that Ghouls are special include: 


@ A Natural 40% Radiation resistance bonus 
@ A 10% poison resistance bonus 
@ 42 total starting statistic points 


The min/max for Ghoul statistics are as follows: 


Strength - 1/6 
Perception - 4/14 
Endurance - 1/10 
Charisma - 1/9 
Intelligence - 2/13 
Agility - 1/8 

Luck - 5/10 


Statistics affect Ghouls the same as humans because inside they are just like us, 
just extra crispy! 


To find out how Statistics affect your skill-sets and sub-skills please turn to the 
next page of your trusty pamphlet! 


Section 3 
Remembering Your Training 


It is reasonable to assume that in your life you have received some 
training, teaching, or just some life lessons. Training your skills got you this far, 
and thus it is reasonable to assume that if you remember your training, you will 
survive (but probably not). Here is how we figure out how much you have 
learned up until the point that you made the horrible, life altering decision to 
leave the comfort and safety of your Vault Tec Guaranteed Comfortable and 
Safe Home. 


Section 3A 

Skill-Sets are the primary categories for Sub-Skills. Each Skill-Set has 6 
Sub-Skills associated with it. Next to every Sub-Skill on your character sheet is a 
letter representing which statistic value it is most closely associated with. For 
example: Under the Skill-Set Outdoorsman you will find the Sub-Skill Navigation. 
To the Left of Navigation you will find [P]. This means that Navigation is 
associated with your Perception value from your statistics. All Sub-Skills are like 
this. To find your starting Sub-Skill's values simply multiply the associated 
Statistic by 3. Do this for every Sub-Skill on your sheet then proceed to the next 
step. 


Recap Step 1: Base Starting Sub-Skill = Associated Statistic multiplied by 
3 


Section 3B 

Once you have determined every Sub-Skill's value, combine the 6 Sub-Skill 
values in the Skill-Set, then divide by 3 (rounded down) to find the Skill-Set's 
value. Do this for every Skill-Set you have. NOTE: This is only done once! 


Recap Step 2: Base Starting Skill-Set = sum of all 6 Sub-Skills divided by 
3 rounded down 


Section 3C 
Skill-Sets affect your Sub-Skill points in a two ways: 


@ Whenever you spend skill points to increase a Skill-Set, multiply the 
increase by 3 and then spend those points in the Sub-Skills. 


@ Whenever a Skill-Set reaches a multiple of 25 (i.e. 50, 75, 100) add 5 points 
to every Sub-Skill under that set. 


Recap Step 3: If a Skill-Set reaches a multiple of 25 add 5 points to every 
Sub-Skill under it. 


Section 4 
Derivations, Presumptions and Assumptions 


How much can you carry? How much do you know? How long before the 
radiation devours you? Well, let's not presume it's alright to assume and figure 
that out now! Here's how it works! 


è Effective Endurance: This is your ability to resist certain types of 
damage. Each damage type has an associated armor value. Your Effective 
Endurance is your Armor+(En) for any given damage type. This value can 
change frequently depending on your level, gear, or condition. So make 
sure that you keep an eye on this! 

è All Other Derived Statistics: Look at your character sheet! All of the 
other calculations are next to the values you need to know and are printed 
clear as day. To be honest, I'm not sure why you're even reading this right 
now. You have already wasted valuable time you could have spent trying to 
survive. That is alright however, we will cover how to fix wasted time in 
Section 6. You're doing a great job! 


Section 5 
Tags, Traits, and Perks 


When you begin your futile attempt to survive in the wastes as an 
adventurer there are things that will make you different, stronger, or even 
weaker in some ways. Being weak will almost certainly lead to your demise, as 
will being strong, but hey we're in this together (Vault Tec™ does not accept 


liability for any actions within or beyond the doors of the Vault carried out by you 
or any other entities during the course of any actions ever)! So let's try to focus 
on the silver lining! 


Tag Skills 

At Character Creation you may pick Three Skill-Sets as your Tag Skills. 
These are things that you excel at. When you choose a tag skill, immediately add 
20 points to that Skill-Set, multiply that by 3 (whenever skill points are added to 
a Skill-Set you multiply the increase by 3 to find out how many points you have 
for your Sub-Skills), then distribute those 60 skill points among the Sub-Skills 
within that set. Remember to add your +5 point bonus in each Sub-Skill if you 
reach or pass a multiple of 25 in the Skill-Set! 


Traits 

Traits are an optional part of the character creation process. They simply 
describe an aspect of the character's personality or physical description, and 
permanently affect things like Skills, Primary Statistics, and Secondary 
Statistics. Some traits are not available to every race, and some traits are only 
available to robots or animal races. A character can pick two traits, one trait, or 
no traits at all. The standard limit on Traits is 2. Please refer to the pamphlet on 
Traits for more information. If you were not provided one, that is truly 
unfortunate. 


Perks 

Perks can add flair to your life as an adventurer (no matter how short). 
Some perks can give you fun bonuses to actions while adding a little balance... 
others are just for fun and style. Starting at Level 3, Perks are awarded at a rate 
of 1 every 3 levels. In some cases you can start with one, but only if you're lucky 
and probably if you bribe somebody. For more information on Perks please refer 
to the Pamphlet you should have been provided prior to your fool-hearty decision 
to exit the safe, warm and loving womb of your vault (Vault Tec™ does not 
recognize any claims to ownership of any Vaults by any entities other than Vault 
Tec™). 


Section 6 
[REDACTED] 


Section 7 
Advancing Along as an Adventurer! 
Every so often in a person's life they come to a point of enlightenment or 
advancement, almost as if they sort of “leveled up”. When this happens, it is 


likely that you will experience a heightened level of skill, and possibly hear a 
“Ding!”. If you survive it, these advancements tend to stick! 


Leveling Up 

When you start your journey you are Level 1 with zero experience points 
(XP). As you progress through your adventure you might accumulate more 
experience points. Doing so will cause you to level up at certain intervals. In 
order to track your level simply use the following equation: 


(Current Level x1000) + Current Level's required XP 


For example: 

Level 1 = O 

Level 2 = 1,000 (current level is 1, so 1,000 + 0) 
Level 3 = 3,000 (current level is 2, so 2,000 +1000) 
Level 4 = 6,000 (current level is 3, so 3,000 +3000) 
Level 5 = 10,000 (current level is 4, so 4000 +6000) 


Skill Points 

When you level up you are granted an allotment of skill points to distribute 
equal to 5 + (In x 2). This includes reaching Level 1 when you create your 
character! These points can be freely distributed amongst any of your Skill-Sets 
at a rate of 1 for 1. As your Skill-Set advances beyond Level 100, the skill point 
cost increases for each level. 


For example: 

1-100 1 per 
101-125 2 per 
126-150 3 per 
151-175 4 per 
176-200 5 per 
201+ 6 per 


When you add skill points to a Skill-Set, you always then triple the amount 
you added and distribute that amount amongst the Sub-Skills. Whenever you are 
increasing your Sub-Skills, always remember these few, simple rules: 


è There is no increase to cost for Sub-Skills beyond level 100. 

@ Sub-Skills may not be leveled beyond (2 x Skill-Set value) without taking a 
perk. 

@ Never add skill points directly to your Sub-Skills. (unless otherwise 
instructed) 


For example: 
Adding 5 points to Outdoorsman grants you 15 skill points to 


distribute amongst any of the 6 Sub-Skills associated with Outdoorsman. 


Skill-Set Bonus 
Any time any Skill-Set reaches or surpasses an interval of 25 always add 
+5 points to each of the Skill-Set's 6 Sub-Skills. 


Section 8 
So long! Sayonara! Aloha! Goodbye! 


Congratulations on completing your Pamphlet! We here at Vault Tec™ 
want to remind you that you are good enough, smart enough, and brave enough, 
yet you still chose to leave. That's okay though! As long as you remember 
everything in Section 6 you should be just fine. Happy Trails! 


